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SAFETY INFORMATION 

Aboiit Photosensrtfve Sekiires 

A very small pereentage ©f people may experience a seizure when exposed to certain 
visual images, including flashing lights or patterns that may appear in video games„ Even 
people who have no history of seizures or epilepsy may have an undiagnosed condition 
that can cause these "photosensitive epileptic seizures" while watching video games„ 

These seizures may have a variety of symptoms, including lightheadedness, altered vision, 
eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion, 
or momentary loss of awareness. Seizures may also cause loss of consciousness or 
convulsions that can lead to injury from falling down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these symptoms. 
Parents should watch for or ask their children about the above symptoms^-children and 
teenagers are more likely than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther from the 
television screen, using a smaller television screen, playing in a well-lit room, and not 
playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor 
before playing. 

Other Important l!ealth and Safety Information The Xbox® Instruction Manual contains 
important health and safety information that you should read and understand before using 
this software. 

kmii Damage i© Your Televfebn 

Do not use with certain televisions. Some televisions, especially front- or rear-projection 
types, can be damaged if any video games, including Ibox games, are played on them. 
Static images presented during the normal course of gameplay may "burn in" to the 
screen, causing a permanent shadow of the static image to appear at all times, even when 
video games are not being played. Similar damage may occur from static images created 
when placing a video game on hold or pause. Consult your television owner's manual to 
determine if video games can be played safely on your set. If you are unable to find this 
information in the owner's manual, contact your television dealer or the manufacturer to 
determine if video games can be played safely on your set. 
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mum ifOHT m there 

itcliiiig for iiistaiit action? You can always read the rest of this manisai later. 
Ilere's liow to dive in riglit now! 

L Press O (STiiT). 
2. From tlie Main memi, select Campaign. 
To familiarize piirself witli tfie controls, see tlie neit section. 

wnwmnmwMECMSSAm 

Altlioiigli MeeMssaiil^ 2 k a continuation of tfie 'Mecli saga, pii may be 
entirely new to this game. I*ere are the basics. 



lEW FEUTOiES 



How to move arouiid 

You use a combination of @ and 
also moves it up and down), and I 
or vehicle. 



i to move. & rotates the camera (and 
moves pur pilot, Battleirmor, 'Mech, 



low to fire weapons 

D fires the currently selected weapon. For maiimum potency, energy 
weapons and mortars sometimes require that you pull and hold D for a few 
seconds to let the weapon charge, and then release the trigger to fire. 

How to change weapons 

a cycles your available weapons. Look to the lower 
right of your screen for an icon of your currently selected 
weapon. (For more on using weapons, see pages 28-23.) 

Where to learn more 

in this manual, the following sections are especially helpful 
if you're unfamiliar with the 'iech games: 

■ Game Controls 

■ Menu Options 

■ Saving and Loading Games 



Look for these new features to combat new enemies: 

■ The out"Of-'Mech experience: Get out of that 'Mech and set eiplosive 
charges, hack security panels, hop into a gun turret, or try on the new 
Battleirmor. 

■ Battleirmor: Youll stand tall on the battlefield with this powerful metal 
suit. Even more important, you can use the iattleHrmor's jumpjets and 
claw to NeuroHack 'Mechs and eject their pilots. Curious? (For more on 
using Battleirmor, see pages 14-15.) 

■ Flyable VTOLs (vertical take-off and landing craft): You've seen them 
overhead in MechAssauli Now get in and fly one. 

■ Tanks: These highly mobile vehicles are surprisingly nimble and pack an 
enormous amount of firepower. 

■ Turrets: Not inside a 'Mech? No problem. Step into one of the new gun 
turrets, and you're hurling the hurt all over the battle zone. 

■ „., and of course, new 'Mechs! 

THE STORY COmPES... 

Wolf's Dragoons have been decimated. You and your team— Major Natalia 
Kerensky and the technically prodigious Lieutenant Foster— are alone on 
the planet Dante, a trio that must function as an entire army. 

From the smoking head of a destroyed 
iagnarok 'Mech, Foster discovers a strange 
data core and fashions II into a new kind of 
portable weapon, perfect for this new age of 
mobile combat. 

But then a mysterious visitor crash-lands 
nearby. Is the enemy of your enemy always 
your friend? Is this data core a fluke, or part 
of a larger plan? Hre there any other survivors 
from Wolf's Dragoons? And just what does the 
malicious Word of Blake have up its sleeve 
now? 
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OAME CONTROLS 



D Fire active weapon/ 
Drop pilot bomb 

CI Change weapons 



® Change VIOL cargo 
O Jiimpjets 
O Strafe right 

O Move forward 



O Strafe left 
O Move back 

O Back/Cancel 
O Pause game 




Cfcie VIOL cargo 
9 Change VIOL cargo 



& Him/Look up 

® Tank zoom view 

® Enter/Exit 'Mech/ 
Vehicle 

® Drop VIOL cargo 



(A) Battleirmor claw/ 
Pick up VIOL cargo 

O View game tips/ 
Player Options 



@ Aim/Look right 
@ Aim/Look down 
& Aim/Look left 
& Defense 
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iii-Oame Meny 

During a game, press O to pause and view tlie in-Game meniL 

■ Resume Game: Select tliis to return to tlie game eiactiy wliere pu 
paused It 

■ Controls: Cliange control settings here, sucli as inverted i-aiis and 
vibration. 

■ Volume: You can change the audio settings for different parts of the 
game. For example, ^m can make speech louder while making music 
softer. 

■ Video Settings: You can change the brightness and contrast here. 

■ Multiplaier Options: For information on multiplayer, see pages 25-27. 

■ Restart Mission: This will start over from the beginning of M current 
mission. 

■ ^uit to Main Mb: This will return ^mi to the Main menu of the game. 

■ Ibox Live Sign-in: For information on Ibox Live, see pages 28-3i. 




Sign In 
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©Back ©Sfllact 
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mm OPTION! 



Main Meny 

■ Campaign: The Campaign is the main single-player option. 

■ Multiplier: Choose Local Machine, System Link, or Iboi i/Vg^l (For more 
on multiplier and Iboi lira, see pages 25-3i.) 

■ Conquest: Conquest is pur portal into Conquest games, which take 
place over time in a persistent universe. You can view pur score on the 
Conquest \^Bb site. 

■ Credits: See the team that made MechMssBult 2: Lom Woli 

■ Plapr Options: Change pur control settings, the volume, and video 
settings. You can also add plaprs to multiplapr games, and create pur 
own plaier profile here. 




Conquest 

Multiplier 
[;ampaign 
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NAVIGATING THE INTERFACE 

iiwais remember to use ® to move among menu items on tlie Main meniL 
Then press ® to select tlie option, if pii use the thiimbsticks, pirii move 
the 3-D pilot aroynd the briefing room, but not to the selection on pur 
meniL 

From the in-Game menu or Player Options menu, use ® or © to move 
between menu items. Then press ® to select the option. 







Jiimpjet fuel 



Sensor screen 
^eat status 



Weapon readi 
Weapon reload status 

Selected weapon 
Weapon power level 

Defensive status 
Armor status (health) 
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lAYEi OPTIONS mm 



Resume Game: Select this to return to the game eiactly where ^mi 
paused it. 

Controls: Change control settings here, such as inverted y-aiis and 
vibration. 

Volume: You can change the audio settings for different parts of the 
game. For eiample, ^m can niake speech louder while making music 
softer. 

-Video Settings: You can change the brightness and contrast here. 

Multiplier Options: For information on multiplier, see pages 25-2?. 

Profiles: Create or modifi pur unique plapr profile, including pur gamer 
tag. 

Add Plapr: Add a plapr to a multiplapr game. (For more on multiplapr, 
see pages 25""27.) 




^uat^fitti^^ 



Mediiim 'Meclis are also a very fast class of 'Mechs, and tliei can take 
considerabii more damage in battle tlian Light 'Meclis. Iliei are a good 
clioice for a combination of speed and power. 



Tonnage: 4ffi 

Speed: 32 mpfi 

Offensive Weapons: Poise Laser, Aotocannon, Crossbow SUM 

Defensive/Special: Jympjets, Mi Sig 

The iaptor combines maneiiverabiliti with tremendously 
effective short-range weaponry, which makes it great in a 
close- or medium-range skirmish. r 



STIIETTO 






Tonnage: « .'^^."^ 

Speed: 32 mph ^ 

Offensive Weapons: Flamer, Gauss lifie, Crossbow $M '^ , 

Defensive/Special: Jiimpjets, ieactive Armor Mod '' ^ 

The Stiletto is a variant of the Iaptor that includes a flamer (which 
overheats and weakens enemy weapons, as well as does damage) and a 
gauss rifle, and trades null sig stealth for reactive armor mod. 



Other medium class 'Mechs include the llziel and the BeiiaL 



Light 


Medium 







Raven Uller Cougar 



Uziel 



tOk 



fi^iiyfifi 



1 



THE wm$ 

The BattleMechs are divided into four weight classes, each with its own 
advantages and battle strategies. 

Light 'Mechs 

Light 'Mechs are fast and nimble. They are great for scouting missions and 
quick hit-and-run assignments. 

OWENS 



Tonnage: 35 •■^-"' S 

Speed: 34 mph ^ 

Offensive Weapons: Machine Gun, Crossbow Short-iange ';,. ^ 

Missile (SIM) 

Defensive/Special: ieactive Armor (a type of armor that 

actually dampens ballistic damage) ' ^^^i^ 

The Owens is eitremely versatile and touts an arsenal of 

weapons that provide striking power at close range. It is one of the fastest 

'Mechs, very well armored, and well suited for reconnaissance. 



»a ,^- 



Tonnage: 35 

Speed: 34 mph 

Offensive Weapons: Gauss lifle, Crossbow SIM 

Defensive/Special: Null Sig 

The l*ackman is swift and stealthy, k variant of the 
Owens, it features null signature technology for 
avoiding enemy radar. Its speed is invaluable behind 
enemy lines. 



Other light class 'Mechs include the Corvus, laven, illler, Kit Foi, Cougar, 
and Puma. 
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Heavy 'Mechs 

leavi 'Mechs are a littls slower than the lighter classes, but thef make \ip 
for it iii firepower and the highest defensive rating on the battlefield. If you 
want to get in ciose and mix it up, the ileavy 'Mechs are for you. 



- mU CAT 



Tonnage: W 

Speed: 23 nipli ' 

Offensive Weapons: Laser, iaehine Oiin 
Defensive/Special: leflective 

The No¥a Cat is a wlioie new breed, featuring lasers, lasers, and 
more lasers. 



mmm 



Tonnage: 7® 

Speed: 23 mpli 

Offensive Weapons: Particle Projectile Cannon (PPC), "f 

Iiitocannon 

Defensive/Special: Reactive Iriior iod 

Tfie Wendigo is a variant of tfie Nova Cat tfiat uses a PPC and 
aiitocannon instead of lasers. 



Other heavy class 'Mechs include the Vulture, Mad Dog, Catapult, Bowman, 
Thor, Lolci, Hellbringer, Siimmoner, iadcat, and Timber Wolf. 



Heavy 



e£ 



Assault 



Vulture Catapult Loki Madcat Thor Atlas Ragnarok 




Assault 'Mechs 

issaylt 'Mechs are the heaviest class of all They're not fast, and they offer 
less defensive capacity than Heavy 'Mechs— but they're MS tons of pure, 
destructive thunder. 



BLOOD ASI 



Tonnage:!®© i - ' 

Speed: 19 mph /^ 

Offensive Weapons: Plasma PPC, Machine Gun, 
Javelin Long-lange Missle (LIM) 
Defensive/Special: Alpha Strike 

The ilood Isp features accelerating LIMs that / 
lock onto enemy targets. 




Other assault class 'Mechs include the Atlas, Prometheus, lagnarok, 
and Ymir. 
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BATTLEARMOR 



New cliaiienges call for new equipment. Put on the 
eiperimental Battleirmor, created h^ Foster from a 
mfsterioiis data core, and pull dwarf otiier soldiers 
in battle. 

Ifsiiig jompiets 

Press and hold ©. is pii use tlie jiimpjets, tlie 
blue jumpjet meter goes down. Wfien It readies 
empty (after just a few seconds), wait for 11 to 
recharge, and then pii can use 11 again. 

if pu are using the jumpjets to climb a wall, do it in 
combination with the claw. To use the claw, press ® 

Osiiig mortars 

Mortars fire in an arcing path and explode on impact. Thei 
don't automatically track their targets, so aim carefuiif. 

The distance the mortar shell travels depends partly on M angle from which 
it is fired, and partly on how far you pull D. 

Pull D farther to build u^ more propulsion in the mortar and shoot the 
shell a greater distance, if you pull it too far, relai your grip slightly before 
releasing it. k gauge will appear inside the reticle when firing. The more the 
gauge is filled the farther the mortar shell will travel. Be sure you fire it far 
enough so you don't suffer damage from the blast! 




Osiiig the pulse laser 



if the pulse laser is not already your selected weapon, pull 
selected. Pull D to fire the pulse laser. 



ntil it is 



Neyrolackiiig efiemi 'Mechs 

NeuroHacking enemy 'Mechs (so called because you're hacking into the 
neurohelmet of the current pilot) is essentially a three-step process: 

1. Move behind the 'iech you want to hack, and jumpjet by pressing and 
holding O to elevate. 



2. Press ® to activate the claw, and then use it to attach to the 'iech. 

3. Once attached, press the buttons you see on the screen to hack into 
the enemy 'Mech's circuitry. 

if you hack the codes faster than the 'Mech pilot, the enemy pilot is ejected 
and you can enter the 'Mech. 

Hitching onto friendli 'l/leohs and VTOLs 

in the Battleirmor, you can hitch a ride on friendly 'iechs and VTOLs to 
get around (one hitchhiker per 'Mech, two per VIOL). This also defends your 
unit's 'iech from hacking by hostile forces, if you are occupying the hitching 
position, no one else can. 

WiUh a ride the same way 
you hack a 'Mech. To hitch 
on a VIOL, stand under the 
wing and press and hold 
O to elevate. Then 
press ® to activate 
the claw. Tap your 
jumpjets when you 
want to let go. 
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PILOT BOMBING 



TANKS 



Wfien pif re ml in Battieirmor, a 'Mech, or any kind of vehicle, pu mai 
feel vyinerabie to all tlie iiacliineri and firepower. But pii are not lieipless. 
in iniiitipiaier, and in later single-player missions, a pilot outside of liis 
machineri can plant eiplosive cliarges. We call this pikt bombing, it is one of 
the most daring things pii can do in MechMsssult 2. 

TO PLOT A PILOT BOiB 

L Press ® to remove BattleArmor or eiit a 'Mech or vehicle. 

2. Qo to the place pii want to plant the bomb. 

3. Pull D to plant the bomb, and then run! 

4. Pull D again to detonate the bomb. (Enemies 
also trigger bombs just b| going near them.) 




Drive the Rommel 
tank using O 
and elevate the guns 
using©. Tanks are 
equipped with machine 
guns, gravity cannons, 
and null sig. 

Stealth inde 

Tanks acquire null 

signature technology 

that makes pur vehicle nearly invisible to the naked eye. You'll vanish from 

radar displays until you move, shoot, take damage, or heat up. Click @ to 

activate null sig. 

The blue indicator to the left of your health indicator displays how much 
invisible time you have remaining. When it is empty, M tank will lose its 
stealth. Wait for it to recharge, and then you can use it again. 
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VTOLS 



Vertical tale-off and landing vehicles (VTOLs) tale off like a helicopter and 

f!| lile an airplane. 

How to % 

Us with a 'ieefi, loii use a coinbiiiation of ® aiid ©„ Ose @ to control 

vertical motion, and O to control fiorizontal motion and rotate tlie camera 
view. 

low to drop salvage and turrets 

The VIOL serves an eitremeli valuable function, especially in miiltiplapr, b| 
dropping supplies to teammates, deploying bombs, and aiitomaticallf firing 
laser turrets on enemies. 

Salvage is eitremeli important, as it can restore piir health and give pii 
valuable weapons upgrades. (For more on the benefits of salvage, see 
page 24.) 

Besides upgrades, VTOLs can carry bombs, tanks, or up to two players in 
Battlelrmor. In miiltiplaier games such as Capture the Flag, delivering the 
flag-bearing player can be a hisge strategic advantage. Placing a tank that's 
in stealth mode on top of a building or cliff could give piir enemies quite a 
surprise. 

TOPICKyPiTEiSATVTOLPADS 

1. Lower the VIOL onto the pad. 

(Available items appear in the lower left of M screen.) 

2. Press % left or right to select an item. 

3. Press ® to load the item into the VTOL's inventory (displayed in the 
lower right of the screen). 

TO DROP ITEiS ONTO TIE FIELD 

L Press ® up or down to select an item from your inventory to drop. 
2. Press # to deploy the item. 



y^ 
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TOiiETS 



Turrets are lethal weapons, hut remember that you cannot use them when 
you are in iattleirmor or any other vehicle. 

Hutocannon Turrets: Fire a continuous blast of larger shells. (These fire 
automatically, wUh^ul a pilot.) 

Gauss Hifle Turrets: Fire smaller shells, but more frequently. 

Laser Turrets: Fire laser beams. 

POV Turrets: Eicellent weapons for distant targets. Mter you fire, you steer 
the shell, so your point of view (POII) follows the shell to its target. 




I 



18 



^^luat^fittB 



WEAPONS 



Tilers are a miniber ©f stock weapons witli each 'iech. iost 'ieclis are 
outfitted with offensive and defensive weapons sfstems, and mani of tfiem 
feature iiiiupjets. 

Eiiergf Weapons 

These weapons require stored energi and some take time to charge before 
py can fire them. Thei also produce a fair amount of heat that pii need to 
manage. 

Pulse Laser 

The pulse laser is rapid-fire and particiilarly useful against 
vehicles. It is possible to fire off a new burst every 
fraction of a second. Iccoraci depends on how 
well you can track the target. 

Laser 

This is the standard beam laser. It fires a single long 
beam of energy with a tracking ability that strikes 
the target even if the target moves. 



, PPC 



The particle projection cannon (PPC) is a ball of energy 
with a trail effect and seeking capability. When the reticle 
turns red, you have a lock on your target. Charge Iht PPC 
by pulling and holding Q until fully charged; release the 
trigger to unleash the bolt of energy. 

Plasma PPC 

The plasma PPC fires faster than the normal PPC, hut 
does less damage on impact. 

Ora¥ftf Caiiiioii 

The gravity cannon is found on the lommel 
, Ml tank, it has two side-by-side barrels that fire 
consecutively. It has unlimited ammunition (eicept in levels 
2 and 3). To zoom the cannon's mm, press ®. This weapon 
is designed to hit 'Mechs in the legs— the higher 
the weapon the better your chances. 

2® 





Ballistic 
WeapOTS 

lere are the details 
on the ballistic 
weapons you have at 
your disposal. 



Macliie Oiiii 

The machine gun is your rapid-fire, short-range weapon of 
choice for ballistics. It is very accurate at close 
range. Damage is light to heavy, depending on 
range. This weapon generates very little heat. 

ftiit@caiiii©ii 

The autocannon is a high-velocity, direct-fire ballistic 
weapon. Potential damage impact is moderate to heavy, 
depending on range. Heat generation is moderate. The rate 
of fire is fairly slow, and accuracy is moderate, 
but the force can sometimes knock over an 
enemy 'Mech. 

Gauss ifle 

The gauss rifle uses a series of magnets to propel a very 

heavy metal projectile at high velocity over a 

great distance. Impact is moderate to very 

heavy. The gauss rifle has the potential to 

knock another 'Mech off its feet. The rate of 

fire is very slow, hul It is accurate to a great 

distance. It generates very little heat. 




Missile Weapans 

Your 'Meclis niai also be oiitfitted witli missiles. To lock on a target, 
liold tfie targeting reticle over an enemi until the reticle changes to red 
crosshairs, if pii move the reticle off M target for more than a few 
seconds, pii lose target locL 

CrosskwSIM 

Crossbow short-range missiles (SIMs) feature 
heat-seeking but have limited turn and splash 
capability. Heat-seeking is a recent improvement to 
$M weapons. Note that seeking is possible only after 
pii've locked on a target. 

Hainmer Missile 

llammer missiles are medium range, medium speed, and 
diimb4ire (no seeking capability). Ihei have a heavy 
impact on the target and a large splash radius. There are 
never more than two included on a single 'iech because of 
ordnance load-out considerations. 

Imbim 

Javelin long-range missiles (LIMs) are high 
impact. When thei are locked onto a target, they 
begin to accelerate toward and seek the target. 
There are never more than four included on a 'Mech. 
Splash damage is moderate. 

POV Missile 

POV missiles are eicellent weapons for distant 
targets. Mter ^m fire, ^mi steer the shell, so four 
point of view (POV) follows the shell to its target. 
Pull a to detonate manually. You can also speed up 
by moving O up and slow down by moving O down. 

Defensive and Special Weapons 

Each 'Mech has its own set of defensive weapons or special capabilities. 




Jiiinpiets 

'Using jumpjets ^mi can launch pur 'iech into the air as a defensive tactic 
to avoid missiles and other incoming rounds. You can also use jumpiets as 
an offensive tactic to fire bepnd objects that obstruct pur mm. And, ^m 
can move to strategic positions in an environment that ^mi might not have 
reached otherwise. 

To use jumpjets, press and hold O for as long as jumpjet fuel remains. 
When ^mi release the thumbstick, the jumpjets recharge. 

null Sigpatiire 

Null sig masks ^m from enemy radar when you click @ and for as long as 
you have power remaining. The red dot on your enemy's radar screen simply 
disappears when null sig is active, is you build up heat or use your weapons, 
the 'iech becomes increasingly visible. 

Target Jamming 

Target jamming enables you to jam enemy radar within a given range when 
you click ® . it also causes enemies to lose target lock. 

Active JIMS 

The liS (anti-missile system) sends out a bolt of energy that destroys 
a missile before II can hit its target. Click @ to deploy it. The missile 
eiplodes when hit, and all iOE (area of effect) splash damage is nullified. 
This system attacks SIMs, LRMs, and rockets. This system does nef attack 
llammer missiles, POV missiles, mortars, and non-missile weaponry (PPCs, 
large lasers, and so on.). 

Alpha strike 

Alpha strike is available only to certain assault class 'Mechs. When all 
weapons are at maximum power, an alpha strike fires them all at once, 
creating devastation that nothing in its path can withstand. Mter using 
alpha strike, your Assault 'Mech will heat up and all M weapons will power 
down to a level 1. 

Defensive kmm Mds 

Defensive armor mods protect against different classes of weaponry: a 
blue mod is reflective armor and prevents energy attacks; a yellow mod is 
reactive armor and prevents ballistic attacks. Also, an activated defensive 
armor mod prevents Neurollacking from hostile BattleArmor. 
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SALVAGE 



iffiOLTiPLAYEi 



Salvage (also called powenips) k often foiinil in destroied 'Meclis, vehicles, 
or byildings. Not all destrofed objects have salvage, so look for glowing 
briglit colors in the wreckage, a sure sign of salvage. Salvage can increase 
pur health and give pii valuable weapon capabilities. To pick up salvage, 
just run over It 

Armor power-ups (green): Green salvage restores pur depleted armor, 
which can save pur life. 

Missile power-ups (red): led salvage upgrades pur missile weapons, making 
them temporarili more effective. 

Energf power-ups (blue): Blue salvage bolsters pur energy 
weapons and makes them more potent for a limited duration. 

Ballistic power-ups (pllow): Yellow salvage temporarily 
increases the damage level of pur ballistic weapons. 

SAVIO AND IMMm QkUB 

if pur character is destroyed during a mission, pu 
don't have to start the entire mission over, unless ^mi 
are destropd at the beginning. You begin again at pur 
last automatically saved mission checkpoint. 

Games are saved automatically when you complete 
missions. (There is no menu command for saving 
games.) To load a saved game, just play with the same 
player profile that you played with last time. The game 
remembers your mission progress. 
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You can have multiplayer games on the same console, over a network or 
cable connection, or on Iboi Live. 



Same-Console f 
Miiitipiaier 

Battle a friend 
head40"head in 
split-screen mode. 
Connect an Ibox 
controller for your 
opponent, strap 
yourself firmly into 
the cockpit, and 
initiate countdown 
to battle stations. 



TO SET W iltLTiPLAYES ON A SINOLE IBOI CONSOLE 

1. Press O on a controller and then select Add a Player. 

2. Press O on a second controller. 

3. Press # on the first controller to return to the Main menu. 

Select Multiplayer, and then select Local Machine. 

From the New Game menu, use ® (scroll up, 
down, left, and right) to configure or 
change game options, and then press ® 
to save options. 

Press ® to start the game. 
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Sistem Liiik Muitipiapr 

Willi sptem Iml plai, pii can €®iiii8€t two Iboi consoles iisiiig an Iboi 
sistem linic cable, or iip to 12 Ibox consoles (for a total of 12 players) 
using an Etiiernet hub and standard Ethernet cables plugged into a MBase- 
T or IffiiBase-TI network^ lefer to piir Ibox instruction manual for more 
information and instructions on how to do this. 

TO SET iW SYSTEi 
LINK PLAY 
L From the Main 

menu, select 

Muitipiaier. 

2. From the 
Muitiplaier menu, 
select System 
LinL 

3. From the Select 
Profile menu, 
press O to 
select a profile. 

You can connect up to 12 Ibox consoles (for a total of 12 players). 

4. Press O to open the Games list. 

5. To join an existing game, select Join Game. 
— or— 

To start pur own game, select Host Game. 

6. Once a game is configured, the host presses ® to save the game 
options. 

7. if needed, the host uses ® to change selected game options. 

8. When ready, the host presses ® to launch the game. 




Muitipiapr Oame Tpes 

There are ten different types of multiplayer games, each with different rules. 
(Optiiatch^^ abbreviations are included in parentheses.) 

Grinder: Fight alone or with a friend against impossible odds and see how 
long you can hold out. 

Destruction (Des): k total free-for-all. Shoot anything that moves. Everyone 
is your enemy. This is a timed game, so the player with the most points at 
the end wins. 

Team Destruction (TDes): The same as Destruction, except that there are 
two teams. Only destroy the other team. 



Once you're dead, you don't respawn. The point is 



Last Man Standing (LMS) 
not to get killed— ever. 

Team Last Man Standing (TLMS): Like the previous game type, but with 
teams. The first team to wipe out the entire opposing team wins. 

Not it! (Ni): Another free-for-all (there are no teams), hut with a twist. 
When the game starts, one person is randomly selected to be "it." That 
person is the only one who can score for killing enemies. And if you kill that 
player, then you become "it." 

Capture the Flag (CTF): Two teams attempt to defend their own flag while 
trying to capture the enemj flag and return It to a friendly base. Each time 
a team captures the enemy flag M team earns a point. The team with the 
most points at the end of the game wins. 

Check it! (Chk): Each map contains five control points that each team is 
trying to control. The team that controls all five points first, or the team 
that has the most points at the end of the time limit wins the game. Note 
that checkpoints can only be captured while you are on foot. 

Snatch it! (Snch): Snatch it! is played with two opposing teams. Each team 
must try to capture all of the data cores in the world and return them to 
their base. 

Base War (Base): Players start on either side of the battlefield in bases 
that contain all of their spawn points and an assortment of vehicles and 
'Mechs to occupy. The object of the game is to destroy the enemy team's 
base generator before the time limit expires while simultaneously defending 
your own generator from attack. 
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To start, select Coniiuest on tlie Main meniL If pii are not logged in to Ibox 
Live, p« will be prompteil to do so. Tlie first time pii connect, watcfi the 
Conquest introduction movie, and tlien clioose the House pii will fight for. 
(This is not a permanent choice; pii can change pur allegiance later.) 




i\ 



The Conquest Status menu then displays War Updates, information about 
recent developments in the conflict. The other menu choices are Qalaxf Map, 
War Stats, and War. 

■ Galaif Map lets ^mi see the current state of the galaii, including planets 
that are under attack, and planets that can be attacked. 

■ War Stats displays the statistics of the top IffiC MechWarriors in the 
Conquest universe, as well as pur friends' rankings. 

■ The War menu option is where ^mi launch attacks, reinforce eiisting 
attacks, or defend against an invasion. 

Find out more at mwMechkssmitlMm. 



y^ 
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iBoi im 



Ibox im\% a high-speed or broadband internet gaming community where 
^m can create a permanent gamer identity, set up a Friends List m^ other 
players, see when they're online, and receive invitations to play games. For 
games with multiplayer mode, invite your friends to play and talk to them 
in real time while you play. For games with downloadable content, download 
new items such as levels, missions, weapons, vehicles, and more to your 
Iboi console. 

C§iliiectii1g 

Before you can use the Iboi l/Va service, you need to connect your Iboi 
console to a high-speed or broadband Internet connection and sign up for 
the Iboi i/Ve service. To determine if Iboi im\% available in your region 
and for information about connecting, go to wwwjbmMm/conmci 

Once you are connected, you can choose duick Match to join any available 
game, or OptiMatch, which will let you be more specific about M type of 
game you want to join. 

You can also choose llost Game if you want to create your own. 

Ciaiis 

k clan is a cohesive fighting unit, with ranks, a motto, and a visible icon. 
You can easily send messages to your entire clan at once. 

Select Friends to view the status of your friends, other online players, and 
your clan. If you are not already a member of a clan, you can create one by 
pressing ® on the My Clan menu, and following the instructions. Once your 
clan is created, ® displays the Clan Info menu. The Clan Info menu allows 
you (if you are of sufficiently high rank) to recruit new players, modify clan 
details, leave the clan yourself, or disband the clan entirely. 

In the Iboi liVa lobby, you can also check your Stats and Download Content. 

Coiiqyest 

Conquest is an ongoing online competition for control of the Mechissault 
galaiy. Align yourself with one of tht noble houses and gain territory for 
its glory. 
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Piaiietari Battles mi Piaoet Poits 

Cffliiqiisst is all abfflyf gaining tsrritfflri. Battles take place on contested 
planets along piir House's current front« Tfiese are tfie rules: 

■ Your House can only attack a planet if ^mi own two planets that are 
linked to the target planet with trade routes (marked b| the lines on the 
6alax| Map). 

■ To destroy a planet's defenses and take it over, a House must win several 
games on the planet« 

■ Each victory gains the winning House a point on the planet. 

■ Each planet has a minimum number of Planet Points that a House 
gain before the planet is conquered. 

■ If the defending House reaches this point total first, all point values are 
reset and the attackers must try again. 

■ If an attacking House reaches the point total first, th^ planet changes 
hands and all point totals are reset. 

Points are specific to the planet you're fighting on. iemember that planets 
can change hands numerous times, so even if your House is pushed off of a 
planet, you can still try to take it back. 

Each planet has a specific game type. This game type is the only one allowed 
on that planet, requiring iechWarriors to be adept at a variety of game 
types in order to dominate the galaiy. 

Laiipchipg, leipfcircipg, Defepdipg 

Select Launch Attack on the War menu to host a game where your House 
attacks an enemy planet. This screen displays planets available for attack. 
Scroll with © to see more planets. Pick a planet and press ® to go to the 
ready room. Once you have enough players and the teams are even, press 
® to launch the attack. 

Select Reinforce to see planets your House is attacking. Scroll with © to 
see more planets, and select by pressing ®. 

Select Defend to see a list of planets that your House currently owns and 
that are under attack from enemy forces. Scroll with © to see more 
planets, and select by pressing ®. 
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TECHNICAL SyPPORT 

Technical support is available 7 dap a week inclyding holidap^ 

■ in the lis. or Canada, call l-8§®-4MY"IB0L TTY users: MS6-74MB0L 

■ in Mexico, call @®l"866-?45"8342. TTY users: ®§1"866"251-26^2L 

■ in Colombia, call §l-8®®-ei2483@. 

For more information, visit us on the Web at j 



information in this documsnt, inclyding Mi and other internet Web site references, is subject to change 
without notice. Unless otherwise noted, the example companies, organizations, products, domain names, 
e-mail addresses, logos, people, places, and events depicted herein are fictitious, and no association with 
any real company, organization, product, domain name, e-mail address, logo, person, place, or event is 
intended or should be inferred. Complying with all applicable copyright laws is the responsibility of the 
user. Without limiting the rights under copyright, no part of this document may be reproduced, stored in 
or introduced into a retrieval system, or transmitted in any form or by any means (electronic, mechanical, 
photocopying, recording, or otherwise), or for any purpose, without the express written permission of 
Microsoft Corporation. 

Microsoft may have patents, patent applications, trademarks, copyrights, or other intellectual property rights 
covering subject matter in this document. Except as expressly provided in any written license agreement 
from .Microsoft, the furnishing of this document does not give you any license to these patents, trademarks, 
copyrights, or other intellectual property. 

The names of actual companies and products mentioned herein may be the trademarks of their respective 
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Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for play, or 
circumvention of copy protection is strictly prohibited. 

©I® mm Microsoft Corporation. All rights reserved. 

Developed by Day 1 Studios for Microsoft Corporation. Day 1 Studios and the Day 1 Studios logo are 
trademarks of Day 1 Studios. 

MechWarrior, BattleTech, BattleMech, and 'Mech are registered trademarks or trademarks of Wizlids, inc. 
and/or Microsoft Corporation in the United States and/or other countries. 

Microsoft, FflSA Studio, MechAssault, the Microsoft Game Studios logo, OptiMatch, Xbox, the Xbox logos, 
Ibox im, and the Ibox i/Vslogo are either registered trademarks or trademarks of Microsoft Corporation in 
the United States and/or other countries. 

Uses Granny Animation. Copyright © lSSg-2iM by IAD Game Tools, inc. 

MecMssaumh optimized for OmniPolar Surround Sound on the Ibox 5.1 Surround Sound System by 
Spherex, inc. 

"light ^ow" performed by liorn, courtesy of Epic Records/immortal Records by arrangement with Sony Music 
Licensing. Composed by Shaffer, Davis, Welch, Arvizu, Silveria. li®% Zomba Songs, inc. (ASCAP) o/b/o Musik 
Munk Publishing, Stratosphericyoness Music, Gintoe Music, Fieldysnuttz Music, Evileria Music. Under license 
from BMG Film & TV Music. All rights reserved. Used by permission, ^f] 

"Getting Away with Murder" performed by Papa Roach, courtesy of DreamWorks Records under license 
from Universal Music Enterprises, from the album Gstting Away with MurdsL Written by Tobin Esperance, 
Jacoby Shaddix, David Buckner, Jerry Norton. Published by Viva La Cucaracha Music, inc. (ASCAP) Used by 
permission. All rights reserved, papa ROACH 

Manufactured under license from Dolby Laboratories. 

^^ Uses Bink Video. Copyright © mi-im^ by RAD Game Tools, inc. 
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imiM Warraiiii F©r Your Copi of Iboi Oame Software i%m^'') 
Acquired m the Oiiiteci States or Canada 

Warrant! 

Microsoft Corporation ("Microsoft") warrants to f ou, the original purchaser of the 
Game, that this Game will perform substantially as described in the accompanying 
manual for a period of §§ days from the date of first purchase, if you discover a 
problem with the Game covered by this warranty within the 9S-day period, your 
retailer will repair or replace the Game at its option, free of charge, according to the 
process identified below. This limited warranty: (a) does not apply if the Game is used 
in a business or for a commercial purpose; and (b) is void if any difficulties with the 
Game are related to accident, abuse, virus or misapplication. 

Setiirns mthm ii-da,f period 

Warranty claims should be made to your retailer. Return the Game to your retailer 
along with a copy of the original sales receipt and an explanation of the difficulty you 
are experiencing with the Game. At its option, the retailer will either repair or replace 
the Game. Any replacement Game will be warranted for the remainder of the original 
warranty period or 3@ days from receipt, whichever is longer, if for any reason the 
Game cannot be repaired or replaced, you will be entitled to receive your direct {but 
no other) damages incurred in reasonable reliance but only up to the amount of the 
price you paid for the Game. The foregoing (repair, replacement or limited damages) 
is your exclusive remedy. 

Limitatioiis 

This limited warranty is in place of all other express or statutory warranties, 
conditions or duties and no others of any nature are made or shall be binding on 
Microsoft, its retailers or suppliers. Any implied warranties applicable to this Game or 
the media in which it is contained are limited to the §§-day period described above. 
TO m Fltii EXTENT ALLOWED BY LAW, NEiTER MiCiOSOFT, iTS lETAiLERS OR SOPFUERS 
ARE LiABLE FOR ANY SPECiAL, iNCiDENTAL, P^NiTiVE, iNDiRECT OR CONSEPENTiAL DAMAGES 
ARiSiNG FROM TIE POSSESSiON, OSE OR MALFONCTiON OF TiS GAME. TE FOREGOiNG 
APPLiES EVEN IF ANY REMEDY FAiLS OF iTS ESSENTiAL PURPOSE. Some states/jurisdictions 
do not allow limitations as to how long an implied warranty lasts and/or exclusions 
or limitations of incidental or consequential damages so the above limitations and/or 
exclusions of liability may not apply to you. This limited warranty gives you specific 
rights, and you may also have other rights that vary from state/jurisdiction to state/ 
jurisdiction. 

For questions regarding this warranty contact your retailer or Microsoft at: 
Xbox Product Registration 
Microsoft Corporation 
One Microsoft Way 
Redmond, WA S8§52^9§53 IM 

in the ^.S. or Canada, call 1-8@§4MY"XB0X. TTY users: H6S"74®4B0X. 
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